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INTRODUCTION
This thesis explores a hyper reality- in this case, virtual and augmented reality- storytelling system, focused
on individual readings and experiences, as a new method
of place understanding.

QUESTIONS

BACKGROUND

•Is the current narrative environment inclusive enough
for the subjectivity of place? Can ordinary people tell
their stories through the media we currently have? If
they could, can their stories then reach an audience?

In the trend of globalization and urbanization, more and
more cities have started to realize the placelessness
they've created in the development process. Today, there
is a prevalent attempt to rebuild and revive the spirit
of the place that was lost in construction.
What is a place? While a government official or designer
may imagine a magnificent blueprint, and say things like
“it is the true civic heart,” and “it is the spine of the
city,” the understanding of a resident may be more personal, detailed, and fragmented. “I often played football here when I was a kid.” “I enjoy my lunch here every
day. I always buy a taco from that red food truck.” Their
understanding of a place is often established by day-byday experiences. Truly, their place understandings are
subjective, emotional, and limited by personal knowledge,
status, and the times, but their understandings are also
crucial because it is these people who use the place.
In the discipline of landscape architecture, there exist practices to collect typical stories as raw materials. However, when we try to analyze and utilize them,
it could easily happen that stories lose their depth and
shrink to dry and flat data and keywords in the translation and summary process. As a consequence, the subsequent work becomes designer-driven rather than user-driven, and the rebuilt place may not be one that the public
imagines or feels satisfied with.

Based on the assumptions above, this thesis asks questions as follows:

•Is there a possibility to develop a system to collect,
analyze, and tell the stories of a place from the perspectives of individuals or specific communities?
•How could an immersive experience contribute to the storytelling process?
•Will hyper reality storytelling enrich the understanding
of a place?
•Could the new storytelling platform be a communication
tool among the public, government officials, and designers
in the place-making process?
•What are the differences between virtual reality and
augmented reality in this conversation, and how can we
take advantage of them?
•What are the other possibilties that hyper reality can
offer in the disipline of landscape architecture?
SITE CHOICE
This thesis centers on Kennedy Plaza in Providence, RI,
as the site to test ideas. Kennedy Plaza, as the center of downtown, is often considered a microcosm of the

development of Providence. It has struggled between the
identity of a transportation hub and recreational space
since its birth. Originally the Great Salt Cove, water was filled for the construction of railroads in the
late 1800s. Today, it is the largest bus hub in Providence. In 2017, the government decided to rebuild it as
a “true civic heart,” moving most of the bus stops away,
and transforming the plaza into a public park. However,
things do not go so smoothly in the real world. Many objections have been received since the conversation started and the relocation plan falls into a dilemma. Thus,
it would be interesting to see how a hyper reality storytelling platform could help mediate different readings
towards the plaza, to establish a healthier environment
for the conversation.

FROM PLACE

TO PLACELESSNESS

Monotonia da Paisagem (São Paulo, SP, Brasil)
by Paulisson Miura
December 28, 2012
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THE PHILOSOPHY OF “PLACE”
possibly encounter in a certain room.

Place is a concept that has long held its ambiguity.

it better and endow it with value.”3 As Martin Heidegger

places, “public symbols” and “fields of care,” in the

People heavily rely on this term, yet few attempt to

may have interpreted, a place is a meaningful space

discussion of sense of place. “Public symbols” could

elucidate when using it. Looking up in the Oxford

where meanings are attached by humans. Thus, to

easily be seen and accepted by outsiders because they

To summarize, people are at the center of the concept of

English Dictionary, one could find approximately twenty

understand a place, one first needs to realize that a

are imageable, while “fields of care” cannot be sensed

place in this conversation. Admitting that places share

main definitions, from which four main groups related to

place is subjective and has personality to differentiate

solely by visual identity, but only comprehended after

commonality and how people feel about a place could be

landscape architecture can be summarized: a) a dwelling,

itself from others

prolonged experience. “Fields of care” is closely tied

unitary from a collective perspective. This thesis asks

to personal and collective memory; as a result, it can

whether there exist methods capable of reading

be individual and very different from one another. To

subjectivity and speciality of a place. If not, can a

build up “fields of care” or understanding, it needs a

way be developed to collect, analyze and express these
ideas?

4

8

a house; b) a particular area, a location in a city or a
town; c) spatial-related like an occupiable space,

EXPERIENCE

extension; d) open space in a city. The notion of place
1

is so bound with space and location that for a long time

Experience plays a crucial role in shaping a place. Tuan

certain amount of time and repetitive experience. Most

in history, place was used interchangeably with these

took experiences as different modes in which people know

places are a mix of both. In fact, Tuan suggested a

terms.

and construct their reality. In his opinion, these modes

place could only be fully understood from both

range from the five senses to symbolization, indicating

perspectives. However, compared to the “public symbol”,

that experiences can either be what you have personally

the “field of care” areas are often too quantitative to

been through or what you only hear of. In contrast, Jeff

collect and time-consuming to understand, though with

In 1950, Richard Hartshorne first emphasized studies of

Malpas believes experience is first-hand, which is gained

great values.

place in the field of geography. He defined place as

by being present at the site and having interactions

significant differences that shape the character of an

with surroundings.6

SPACIALITY

1970s, geographers started to interpret the concept of

Heidegger understood experience as the prerequisite of

It is not only experiences which make a place.

place as not merely a physical location, but also

place, as he commented that place must be first

Spatiality is also one of the most important components

reflections of emotions and thought. Yi-Fu Tuan, in Space

experienced, and only then is it able to be properly

of a place. The concepts of place and space are

and Place: The Perspective of Experience, wrote

remembered. Tuan, on the contrary, argued that not all

inseparable. The differences are their focuses. Both

“undifferentiated space became a place as we get to know

places need experience to exist. He defined two types of

talk about spatiality; a space is more about dimensions,

5

SUBJECTIVITY

area and distinguish it from others in the world. In the
2

7

shapes, or forms, while a place focuses on how people
3 Yi-Fu Tuan, Space and Place: The Perspective of Experience (Minnesota:
University of Minnesota Press, 1977),6.
1 “Place,” Oxford English Dictionary, June 2006, https://www-oed-com.revproxy.brown.
edu/view/Entry/144864?rskey=cH9NFq&result=1&isAdvanced=false#eid.

4 Jeff Malpas, Place and experience: A Philosophical Topography (London: Routledge,

structured by millions of experiences that people could

2018 ), 32.

2 R. Hartshorne, "The functional approach in political geography," Annals of the

5 Yi-Fu Tuan, Space and Place: The Perspective of Experience, 8.

Association of American Geographers Vol. 40 (2) (1950): 112, accessed May 19,

6 Jeff Malpas, 30.

2020. www.jstor.org/stable/2560998.

7 Martin Heidegger, Was ist metaphysik? (German: Frankfurt, 1949),

12

respond to their physical surroundings. A place is

8 Yi-Fu Tuan, “Space and Place: Humanistic Perspective,” in Philosophy in Geography,
ed. Stephen Gale and Gunnar Olsson (Dordrecht: Springer Netherlands, 1979), 387–427,
373.

https://doi.org/10.1007/978-94-009-9394-5_19. 412.
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A GLIMPSE OF HUTONG
by Yingyi Liu, 2017

memories in these narrow lanes create “fields of care” in their hearts.1

Hutong, a typical kind of residential lane in Beijing, is vanishing.
Though an outsider may feel it narrow, untidy and messy, residents own

1 Yingyi Liu, "Life in Beijing Hutong", China Gate Wenxue City, November 16, 2017.

a sense of belonging even if they move away. Daily experiences and

https://bbs.wenxuecity.com/memory/1179724.html.
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GLOBALIZATION AND URBANIZATION:
THE BEGINNING OF PLACELESSNESS
With the process of globalization and urbanization,
there is a general concern that distinctive places are
being replaced by repetitive kitsch and losing their
depth of meaning. This feeling could be described as
“placelessness.” Edward Relph defined placelessness as
“the weakening of the identity of places,” and it
“offers similar bland possibilities for experience.”1
What needs to be pointed out is that homogeneity is not
a new phenomenon. There have always been areas sharing a
certain degree of sameness because of similar cultural
background and governance. What concerns Relph is the
increasingly spreading scale of homogeneity regardless
of backgrounds, which makes feeling a sense of place

about what wasn't individually experienced. However, as

place was perceived mostly through sensations and
stories of others, but the resource of stories was
limited before global trade. Talking with others and
looking up local materials were the main ways to learn

1 Edward Relph, “A Summary Version of Place and Placelessness,” Academia, accessed
April 15, 2020, https://www.academia.edu/36528536/A_Summary_Version_of_Place_and_

Singapore

Tokyo

Seoul

New York

Chicago

Sydeny

London

Cape Town

mass communication, mass culture, big business, central
authority, and the economic system.3 Mass communication
methods like TV, radio, and even vehicle highways free
information from localized exchange. This process, in a
way, responds to Schwarzer’s opinion. Mass culture
repeats the signs and ornaments that seem to attract
tourism.4 Central authorities celebrate the sameness for
convenience so there is no need to put effort on local
details. As a result, the appearance of the cities tends
to be homogeneous. Old buildings are torn down and
concrete skyscrapers are built up for development. Big

difference between shopping at a shopping mall in

modern society due to the limitation of information.2 A

Shenzhen

Today, sense of placelessness spreads in five main ways:

To understand why people feel placeless in our modern

Schwarzer’s opinion, a sense of place was felt in pre-

Guangzhou

communities only relied on local resources changed.

business and the economic system make what people

place was generated before today. In Mitchell

Shanghai

highways and airplanes were built, the situation where

difficult.

world, one may need to look back and study how sense of

Beijing

consume today also homogeneous. It is hard to tell the
Beijing versus in Tokyo. Facing globalized capital, the
possibilities of experience in a place shrink, even
reduce to only a few modes.
To treat placelessness as entirely negative and declare
the past was better than now is too oversimplified. It’s
difficult to deny globalization and modernization bring
convenience and efficiency to daily life. Nevertheless,
as a sense of place significantly contributes to cultural
diversity and identities, it’s still necessary to value
and interpret the idea of place.

Placelessness.
2 Mitchell Schwarzer, “A Sense of Place, A World of Augmented Reality: Part 1,” Places

3 Relph, 17.

Journal, June 8, 2010, https://doi.org/10.22269/100608.

4 Relph, 17.
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A GLIMPSE OF WORLDWIDE PLACELESSNESS
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AN ATTEMPT TO REBUILD THE PLACE
Many cities have started to consider this global
placelessness in recent years. Professionals related to
city development, including landscape architects, are
making efforts to retain cultural identities, and
identify place-making as one of the primary goals in
their practices. For developing areas, there has been
more careful research and plans in the early design
stage than ever before, and more thinking about
preservation and renovation in actual practice rather
than in reconstruction. In areas that were torn down and
reconstructed, there have been numerous attempts to
rebuild the place and revive the spirit.
It’s easy to rebuild the space, but hard to rebuild the
place. Many places are dying because few locals accept
them and few people visit. Why do we keep making ghost
places? According to social researchers Xingquan Wang
and Huimin Wang, some failed attempts could be
attributed to an overwhelming visual focus on the design
process.1

Wenmin Zhuang, head of the Tsinghua University

architecture department, in one of his interviews with
Guangming Daily, also mentions that there is too much
attention on “the form” rather than “the spirit.”2 In
other words, our current practice falls into delusions
by enthusiastically mimicking the appearance of the
1 Xingquan Wang, Huimin Wang, “Placelessness and Cultural Place-Making: A Place-Making
Model Based on Stakeholders and Cultural Elements,” Urban Development Studies, Vol.24
No.5(2017): 61.
2 Liang Gong, “How to Avoid Placelessness,” Tsinghua University News, March 6, 2017, https://www.tsinghua.edu.cn/publish/thune
ws/9650/2017/20170316170003084999220/20170316170003084999220_.html.
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past.

HISTORY

CONTENTS

APPEARANCE

IMAX movie theatre

To rebuild a place is not only to construct a shell, but
more importantly, to create the content. Looking back to
those “failed” places, many of them look like they did
before but function completely differently. For
instance, Confucius Temple has been a symbol of Nanjing
since the Ming Dynasty. Originally as an educational
center, it was rebuilt as a commercial street, filled
with millions of tourists and losing its reputation
among the locals. It is difficult for locals to feel a

Jinwan Square
Tianjin

bank street

Starbucks

sense of place similar to how they felt before because
they expect to read books or take classes in the newly

shopping mall

Tianjin

built area, not shop in a traditional wooden temple. A
similar event happened to other areas like Jinwan Plaza
in Tianjin and Zhongshan Pedestrian in Xiamen. These

800 km

famous places have all been turned into shopping centers
regardless of what they originally were. Locals may have
fun shopping as a public official expects, but they,
especially young generations who never visited the old
structures, cannot feel the spirit because they don't
have related memories. Without the experienceof the

Nanjing
culture center

Confucius Temple
Nanjing, Jiangsu Province

Häagen-Dazs

Starbucks

past, it's hard to inherit the legacy of the place.

shopping mall

850 km

Therefore, the content of a rebuilt place should be
memory and experience. To rebuild a place is to learn
the stories about it, and tell new stories based on the

Xiamen

old. The first step is to listen to their stories and
imagine the place from the community’s perspective. The
remaining question is, how can people relate and record
experiences and get them in front of the right audience?

business street

Zhongshan Pedestrian Area
Xiamen, Fujian Province

Starbucks

movie theatre

Bubble Tea

UNSUCCESSFUL REBUILT PLACES
19

MEDIA OF
STORYTELLING:
CONSTRUCTING
OR DECONSTRUCTING
PLACE?
Storytelling plays a crucial role in constructing a sense
of place. As Chimamanda Adichie said, it is impossible to
engage properly with a place without engaging with all
its stories1 Until present days, populations have
developed countless media of storytelling, and each has
its own advantages and disadvantages. By comparing and
evaluating these media, this section aims to find where
virtual reality and augmented reality could potentially
bring opportunities in terms of place interpretation and
construction.

SOCIETY OF THE SPECTACLE
by GUY DEBORD
France, 1975

1 Chimamanda Ngozi Adichie, “Transcript of ‘The Danger of a Single Story,’” accessed
April 16, 2020, https://www.ted.com/talks/chimamanda_ngozi_adichie_the_danger_of_a_
single_story/transcript.
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AN OVERVIEW OF MEDIA
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PRE-DIGITAL MEDIA
Rich ways of storytelling have been explored even before
the birth of electronic media. These media can generally
be divided into two groups. The first group includes
oral-speaking. In order to tell the stories, the
storyteller needs to gather listeners, which indicates
this form of storytelling is restricted to face-to-face
contact. In addition, due to the lack of physical
records, each time when the story is retold, there is a
part of the stories to be improvised. As a result, one
original story could be developed into several versions
in the spreading process, and eventually the original
may be lost.
The second group includes media like writing and drawing
whereby stories are recorded on portable materials. This
form of storytelling ensures the stories to exist within
a certain amount of time, but the spread of the stories
still rely on how far a person could possibly travel.
There is no strict boundary of place, yet there are
still distinctive areas of places that stories are
shaping.
Speaking overall, pre-digital storytelling is limited to
location and time, and it is difficult to assume
storytelling to be 100 percent realistic before the
invention of photography. On one hand, these features

A FOREST AS A PLACE IN PRE-DIGITAL MEDIA

affect the accuracy of storytelling, yet on the other,

In the process of spreading, stories could be interpreted and sensed

they encourage audiences to be imaginative.

differently depending on the listeners. As they retell stories with
their own understanding, the stories evolve and change, even to an end
where the original is lost.

24
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ELECTRONIC MEDIA
Electronic media offers a feeling of “authenticity.”
Photos and films could be misleading as they look and
sound much more like reality than paragraphs and
drawings.1 People feel as if they are observing reality
through video and audio instead of imaging reality from
others’ descriptions. The ability of recording also
contributes to the feeling because now there are time
dimensions and motion.
Electronic media starts to blur the boundaries. Joshua
Meyrowitz points out that to use a certain medium is to
learn a process of encoding and decoding messages.2 For
instance, there is a strict requirement for telling and
listening to a story in traditional media. In the past,
to learn the story of the Forbidden City, one at least
had to know how to speak Chinese. Electronic media,
however, provides an easier way to decode messages. Now a
person doesn’t need to be Chinese or a sinologist to
understand the story. A person could be a 5-year-old
French girl who happens to watch a film of the Forbidden
City. The threshold is lowered and the audience is
enlarged. As a result, stories spread further, and the
walls boundries to break down.

THE HORSE IN MOTION
by Eadweard Muybridge, June 1878
"The series became the first example of chronophotography, an early
method to photographically record the passing of time, mainly used to
document the different phases of locomotion for scientific study."1

1 Joshua Meyrowitz, No Sense of Place: The Impact of Electronic Media on Social Behavior, Reprint edition (New York, NY.: Oxford University Press, 1986), 75.

1 “The Horse in Motion,” Wikipedia, May 21, 2020, https://en.wikipedia.org/wiki/
The_Horse_in_Motion.

2 Meyrowitz, 74.
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Nevertheless, there were still restrictions on who could
be the storytellers before the Internet was invented. The
threshold was high enough to cut off people without
certain power, wealth, or access to technologies. An
ordinary person could shoot a film of his hometown, but it
was almost impossible to display in a cinema. Even if one
was interviewed in a TV show, the interview could be
editted or distorted before the show is released. A
person could take photos or shoot films, but it's beyond
their abilities to send the stories to an audience.
For most ordinary people, digital media before the
Internet age was more like a passive platform where they
could only be the audience.
THE FORBIDDEN CITY AS A PLACE IN DIGITAL MEDIA
28

29
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INTERNET & SOCIAL MEDIA

# TANG PARADISE

The innovation of social media is not in how information
is expressed. The words just change from writing, video
to blogs and vlogs. The innovation comes from how
information is generated and distributed.
# CITY WALL

Everyone can now be a storyteller with access to a
network. The top-down culture starts to dissolve as more
and more knowledge is created by individuals.1 Dan Carlin
described this transformation as “media being
democratized.”2 Because of mobile devices, stories can be

# Xi'an

received anywhere. In retrospect, to see a film, people
had to go to movie theaters; to watch TV, people go to
# NIGHT VIEW

their living rooms. Now it can happen on the subway, or
in the street, because most carry a portable library- a
smartphone. Theoretically, there exist no boundries of
stories anymore.

# HISTORICAL REMAINS

However, contrary to Carlin’s opinion, gatekeepers still
exist, but have just become invisible. The algorithm
behind social media organizes information with hashtags,

# GRAND TANG DYNASTY EVER-BRIGHT CITY

which could be easily manipulated. There have already

# THE TUMBLER GIRL

# LIGHT

been situations where certain powers pay for top searches
for their own purposes. With some voices up and some
voices down, it's hard to tell whether social media
enriches our place understanding, or contributes to bias.

XI’AN AS A PLACE IN SOCIAL MEDIA
Xi’an, one of the most ancient cities in China, is now also known as

1 Mitchell Schwarzer, “A Sense of Place, A World of Augmented Reality: Part 2,” Places
Journal, no. 2010 (June 9, 2010), https://doi.org/10.22269/100609.

“the City of Tik Tok”. With the cooperation of the government and the
platform, Xi’an manages to attract millions of visitors. Nevertheless,

2 Dan Carlin," The New Media’s Coming of Age | Dan Carlin | TEDxMtHood", Youtube, ac-

if asking a local whether these vlogs could represent Xi’an, one may

cessed April 17, 2020, https://www.youtube.com/watch?v=5K57kcs15DY.

receive a negative answer.

30

# FOOD

# THE TERRACOTTA WARRIORS

# MUSLIM STREET
31
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CASE STUDY
PlaytheCityRe
Authors: Nicola Dusi; Ilaria Ferretti; Macro Furini
Location: Reggio Emilia, Italy
Time: 2016
PlaytheCityRe is an online visual storytelling system

timeline, the authors, or the location index. Users can

aiming at preserving, displaying and passing city

also access films by two different preset modes: themes

memories in the town of Reggio Emilia in northern Italy.

and routes. Six themes (family rituals, everyday life,

The project's creators interpret places, memories and

cityscapes, public events, sports and educational

stories of places as a force to bring people together, as

activities) and six routes (the historical route, theater

a legacy to unify generations. Yet in a modern scenario,

area and public gardens, the Via Aemilia, the boulevards,

this function is being replaced by social media. Social

the compagnoni district, and the Rosta Nuova district)

media allows for acquiring unlimited information, and

are included. Users can navigate the town by following

reaching each other from a distance, however, it weakens

the preset routines. Within in each page about the films,

the value of cultural inheritance, especially in young

there is a brief description of the content. The

generations. Thus, PlaytheCityRe tries to reconnect young

locations and the themes are always connected. Users

generations to the historical memories by taking

could always select themes and regions in map mode, and

advantage of modern technology.

they could always check where the films were shot on the

1

film page.
The primary concept of the project is to relate
historical films with where they were shot via GPS. When
users go to a spot, they could see all the documentaries
taking place there, and compare the past with the
present. The app is designed in two modes, personal and
preset. The personal mode gives users the opportunity to
navigate by themselves by looking up the map, the
1 N. Dusi, I. Ferretti and M. Furini, "PlayTheCityRE: A visual storytelling system that transforms recorded film memories into visual history," 2016 IEEE Symposium on Computers and Communication (ISCC), Messina, 2016: 85-90, doi: 10.1109/
ISCC.2016.7543719.

32

COMPARISON BETWEEN THE PAST AND PRESENT
33
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INSPIRATIONS
The first innovation in PlaytheCityRe is the sources.

film offers brings, if not immersion, but at least a

Instead of choosing official documentaries produced by

certain amount of empathy. Additionally, the viewer could

academics, governments, or journalists, the sources are

already have a personal understanding of how daily life

mostly personal films the locals created. What’s fresh

was, and how the space was used everyday than just

about this is that no matter what identity a user takes

knowing about how it was when big events happen.

while walking around town, they can always switch to
another identity when watching a personal film. This is

All these characteristics help build an environment for

partly due to the richness of the authors and the

happenstance and personal interpretation.

different perspectives the authors provide. A father
would be more interested in recording his boy eating a
lollipop, while a youth may focus more on car racing. The
viewer can always perceive a viewpoint, or even an
attitude based on the contents.
Also, because the films are amateur, they can lack
traditional cinematography skills of framing, tilling and
zooming. This gives users the feeling that they are
standing at the site, and they are standing still, which
implies a certain degree of presence. The identity the
34

SQUENCES OF GARDENS OF MAY
Curti,Dino, 1950
35
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RETHINKING
Another takeaway from PlaytheCityRe is how the

It's difficult to draw a conclusion as towhether these

information is organized and displayed.

decisions are good or not, yet an interesting question
arises. The locals make a place with their stories,

Though the videographers are the public, it is the

emotions, and memories, but who decides the way people

editors who choose to collect, sort and clip the films.

explore and navigate thaat place? There exists an

Most films they chose were shot between 1940 and 1989, and

interesting relationship between the physical space, the

they edited 500-hour-long raw materials into 120 clips

videographers, the users, and the creators in this

with each clip no longer than 60 seconds.

project.

Though there are personal modes that allow users to
browse video clips freely, more energy is put into the
preset modes. From these presets, especially the routes,
strong values of the project's creators could be
observed. For instance, Via Aemilia is an important trunk
Roman road built in 187 BC. Traces are hardly found in
the video clips, so it’s difficult to know whether the
locals value this ancient roads or not. Yet the creators
still choose it to be a major topic and claim it is the
origin of Reggio Emilia.
36

STORYTELLING THROUGH PRESET MODES: THEMES
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HYPER REALITY: A NEW OPPORTUNITY?
Hyper reality in this case refers to a simulation or
real-and-virtual hybrid 3D environment where people can
explore and interact with the surrordings.1 Virtual
reality and augmented reality, as we know today, could
both be reckoned types of it. To consider VR or AR as new
kinds of media is because until recently, an affordable
headset for the public was not invented. Nevertheless,
the concept of bringing simulation into real life and
hybrid both can be traced back to a long time ago in the
art, architecture and landscape architecture discipline.

VIRTUALITY CONTINUUM
LEICESTER SQUARE PANORAMA

MIXED REALITY

Robert Mitchell, 1801
"A panorama was a large circular painting that
aimed to give the viewer the experience of being

REAL
ENVIRONMENT

AUGMENTED
REALITY

AUGMENTED
VIRTUALITY

VIRTUAL
REALITY

physically present in the scene being depicted,
whether that was a landscape, a city, a battle or
other historical event. Visiting them was more like
going to the theatre or the opera than to an art
gallery. At their best, panoramas provided
convincing illusions of the real, transporting the
audience to another place and time."1

1 Shannon Selin, "Panoramas: 19th-Century Virtual Reality,”
1 “Mixed Reality,” Wikipedia, acessed April 17, 2020, https://en.wikipedia.org/w/in-

November 18, 2016, https://shannonselin.com/2016/11/panoramas-

dex.php?title=Mixed_reality&oldid=951520676.

19th-century/.
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HYPER REALITY AS A TECHNOLOGY
01 Sensorama, Morton Heilig (1962)
02 Sword of Damocles, Ivan Sutherland (1966)
03 CAVE, Carolina Cruz-Neira, Daniel J. 		
Sandin, and Thomas A. DeFanti (1992)
04 Virtual Fixtures, Louis Rosenberg (1992)
05 Microsoft HoloLens (2016)

A BRIEF HISTORY OF HYPER REALITY

HYPER REALITY AS AN IDEA
01 Placeholder, Brenda Laurel (1993)
02 Coexistence, Rebecca Allen (2001)
03 House, Rachel Whiteread (1993)
04 Piazza, Edoardo Tresoldi (2017)
40
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CASE STUDY
TZINA: SYMPHONY OF LONGING
Authors: Shirin Anlen, Laura Chen,Udi Ben-Arie, Avner
Peled,Or Fleisher, Ziv Schneider
Location: Tzina Dizengoff Square, Tel Aviv, Israel
Time: 2016-2017
Tzina is an interactive nonlinear VR documentary telling

points.

a story about Tzina Dizengoff Square and the people who
used to be there. The square once was an icon of Tel
Aviv, but in January 2017, it was torn down for

These ten conversations are not triggered at the same

redevelopment. Just before its demolition, the team

time. They are arranged by timeline and emotions. If a

noticed the same people visiting the square every day,

user looks up into the sky, they can find several suns

and most of them seemed marginalized and forgotten

representing different time slots in a day, which are

people. Anlen felt that the square became a shelter for

assigned to emotions like sadness, fear, etc. When users

them. Thus, in this film, she tries to record the space,

gaze at one of the suns, time will change, and the

capture and preserve this feeling, and to seek the answer

conversations of that period of time are loaded and

of what this place meant to them.

activated.

1

In the project, the Tzina Square is isolated, floating
alone in space. A user, acting as a visitor, enters this
isolated place from a bird-eye view to a human
perspective. Then the player walks alone, encounters
ghosted characters, and interacts with them. All the
characters were recorded and placed at the positions they
were found in real life. Ten of them were actually
interviewed by the team. As users listen to their
stories, animations would pop up to highlight the key
1 Shirin Anlen, “Tzina: Symphony of Longing,” accessed May 17, https://shirin.works/
Tzina-symphony-of-longing-webVR-documentary.
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MECHANISM OF THE PROJECT
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Dogs
Artist
King/Ego
Laugh

Paranoid
Street Life
Killing
Family

Either Drop Down And Inject
Or Grow Out From Body

Bags Shrink To
Disapper

Tubes Increase

Square Beach

DESIGN DETAILS OF TRANSITIONS
44

CONCEPT SKETCHES

Appearance Of The "Time Bench"
Cover The Real "Square Bench"

Time Bench Rollout Along
Time Passing By
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INSPIRATIONS
This project put a lot of effort into detailed records
of the square. The team used LiDAR to scan and build the
digital model of the site. They even photographed of
every mural and rebuilt them in the virtual world.
The project succeeded in providing a sense of presence
by allowinng users to walk around the square and
encounter the interviewees. The interviewees start to
talk only when approached. This mechanism creates a
feeling of conversation. Thus, the users feel like they
are at the site. It still has a storyline, but it’s not
linear and offers the audience opportunities to choose.
As users wander around the square, they don't feel
controlled and forced to go through every story.
46

MODELLING PROCESS
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SHORTCOMINGS
The Tzina Square project also has some problems. First
of all, it’s not aesthetically pleasing. The team chose
webVR to build the project because they wanted it to be
capable of being accessed by multiple people at the same
time. This choice limits the file size. Therefore, though
they achieved a detailed record, the content is rich but
poorly crafted.
Another problem is the project lacks context, which
makes its argument partial. It manages to raise a
question of why this place is being torn down, but fails
to provide enough material for the discussion. If the
surrounding urban context is also built into the
project, users would realize that Tzina Square did have
many problems because of the lifted elevation, and the
decision to rebuild might benefit more people and
activate the neighborhood. The way this project is
presented limits its ability to provide multiple
perspectives of analysis and discussion.
48

ENTRY LEVEL
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A VR PRETEST
I started my exploration with a virtual reality test to
observe how people react in a virtual environment.
Participants filled out questionnaires descrbing what they
expected to see, what they paid attention to in the demo,
and what they felt uncomfortable about. Through the
survey, I expected to have an overall sense of what
characteristics of VR could be utilized in place
storytelling, and what barriers I needed to overcome in
the next step.

REACTIONS OF THE PARTICIPANTS
50
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CONTENT OF THE PRETEST
The pretest was a virtual event version
of Memorial Square next to the Providence
River. I attempted to bring people back
to WaterFire by setting up the iconic
starry lights, playing music, and
reproducing activities.
There were also videos, pictures and text
introducing the background of the
WaterFire event and the memorials.They
triggered when users were transported
virtually to related areas.

VIRTUAL WATERFIRE EXPERIENCE
52
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I want to catch the stars! Hope you will solve it soon!

ADVANTAGES
Generally, participants were fond of interacting with
the environment and objects. Most of them enjoy picking
up the little stones, which is an activity for memorial
at WaterFire. In real life, people put the small stones
on the big oval concrete. In the virtual world,
participants like to throw them up to sky. Some even
expected for surreal interactions, like catching the
stars, to occur.
Participants also paid attention to the phenomenon of
the scene, like the sound, the starry light, and how
grass and leaves waved as an implication of gentle wind.
Participants were interested in how the information was
presented. Some liked how videos responded to their
actions. The video were only displayed when participants
were transported in front of them.
SOME FEEDBACK FROM THE PARTICIPANTS
54
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DISADVANTAGES
Some participants felt dizzy after wearing the VR
headset. Some also found it hard to orient themselves in
the virtual environment and they felt a bit confused
about how to navigate. They thought an instruction would
be helpful.
There was a general feeling of loneliness. Many
participants asked to add more people to the virtual
landscape, and if it was possible to have interactions
with them.
Some participants expected the environment to be more
realistic or more natural in appearance.
56

SOME FEEDBACK FROM THE PARTICIPANTS
57

A STORYTELLING TEST
IN KENNEDY PLAZA
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“This is the city’s most constantly
reworked space, and fully interpreting
its history would fill a book that could
be a landmark in understanding American
urbanism.”1
—-William McKenzie Woodword, Guide to Understanding Providence Architecture

SITE ANALYSIS
The fate of Kennedy Plaza is influenced by the development
of Providence, and vice versa. Thus, by learning the
stories of Kennedy Plaza, we may also have a glimpse into
how downtown Providence has developed through centuries.
In order to find the entry point to the plaza, I begin
with some traditional analysis methods in the landscape
architecture discipline. I first map out downtown
Providence from the 19th century to see what major
changes the area has been through. Then, I zoom into the
timeline of Kennedy Plaza. By cross-examining the two
scales, I aim to define the major changes and issues
Kennedy Plaza faces under the larger context of
Providence.

1 “Kennedy Plaza,” in Wikipedia, February 15, 2020, https://en.wikipedia.org/w/index.php?title=Kennedy_Plaza&oldid=940957921.ke
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DOWNTOWN PROVIDENCE IN 1849
As industry developed in the 19th century, settlers in Providence
started to extend the city and explore more on the west side of the
Providence River. Area around the Weybosset Neck started to function as
a new commercial core to replace the Market Center.
The Great Salt Cove was an important resource for the early settlers in
Providence. It was a food source, habor, and provided ecological
services like flood protection and agricultural land.1 However, as
railroad transportation became more important in the mid-19th century,
the old Union Depot was established, and the basin was shaped
elliptically to give more space to the railroads.

1 Laura Jane Martin, “Reclamation and Reconciliation: Land-Use History, Ecosystem
Services, and the Providence River,” Urban Ecosystems 13, no. 2 (June 2010): 244,
https://doi.org/10.1007/s11252-009-0110-2.
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DOWNTOWN PROVIDENCE IN 1908
With the strong support of industrial development, Weybosset Neck
continued to develop as a financial center, where industry, banking,
governance, education, travel, transportation, and trade all
concrentrated together.1
Methods of transportation in the city became abundant. Rings of trolley
cars covered the city. The cove was filled in due to pollution and the
increasing demand for railways in 1868. After the old depot was burned,
a new and larger Union Station was built right on top of the fill.

1 “Chapter 2: The City Center Present and Past – Urban Planning and the Spatial Transformations of Providence, RI: 1959-2000,” 2, accessed April 30, 2020, https://stonypreserve.wordpress.com/chapter-2-the-city-center-present-and-past/.
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DOWNTOWN PROVIDENCE IN 1937
Downtown Providence flourished as more immigrants were attracted to the
jobs provided by local industries. “It remained the heart of the
metropolis; the place where trolley lines, railroads, arterial streets
and rivers all converged.”1 Public transportation was in high-usage
before highways were constructed and the prevalence of personal
vehicles. The river channel between Market Square and the court house
was covered by roads.

1 “Chapter 2: The City Center Present and Past – Urban Planning and the Spatial Transformations of Providence, RI: 1959-2000,” 2, accessed April 30, 2020, https://stonypreserve.wordpress.com/chapter-2-the-city-center-present-and-past/.
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DOWNTOWN PROVIDENCE IN 1996
Massive highways were constructed, including the I-195 and I-95. To
free up land for viaducts, a new train station was built across Gaspee
Street from the Rhode Island State House in 1986. Kennedy Plaza became
a bus station. The Providence River was partly uncovered thanks to the
River Relocation Project. Riverwalks and Waterplace were built to
revive the spirit of the river.
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DOWNTOWN PROVIDENCE IN 2020
The largest shopping mall, the Providence Place Mall, was built in
1999. I-195 was torn down in 2010. Except for the financial district,
areas like the jewelry district were also under redevelopment. A new
Brown University campus and apartments were built in the jewelry
district.
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STORY COLlECTING
Based on my analysis before, I started to collect stories
of Kennedy Plaza by reading newspapers and journals from
the years when major changes happened, as well as
interviewing people on the plaza. I attempted to discover
the relationships behind this story cluster, and think
about how the pieces could be assembled in unity.
The image to the right contains all the stories I
collected through the history. Each line stands for a
person. By abstracting the themes and keywords, two pairs
of conflicts can be observed: nature preservation v.s.
urban development, which has existed since its
establishment, and recreational space v.s. transportation
hub, which is one of the biggest problems Kennedy Plaza
is facing now.
The next step was to zoom into these four recategorized
themes, and to determine the different opinions people
held and how those opinions have been shaped over time.

AN OVERALL VIEW OF THE STORY MAPPING
74
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URBAN
DEVELOPMENT

NATURE
PRESERVATION
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NATURE PRESERVATION
In the mid-19th century, the Providence and Worcester
Railroad Company planned to fill the Great Salt Cove for
the increasing need of railroads. At first, the cove was
partly taken thanks to a manufacturer and amatuer
landscaper, Zachariah Allen, and his peers. Under their
suggestions, a round promenade was built for the public.1
However, the concerned voice of the public got louder as
the pollution in the cove from the mills got worse.
Though the Public Park Association claimed the park had a
positive impact on public sanitation and aesthetics, the
filthy water and the worsening smell made the claims
unconvincing.2 In 1892, the cove was finally filled up, and
what was left became the new Union Station and the lawn
in front of it.
In 1979, the 30-year-long River Relocation Project began
held in Providence. One major action of the project was
to “relocate the human-made confluence of the
Woonasquatucket and Moshassuck Rivers where they join to
form the Providence River.”3 A “Waterplace” was built as
a round tidal basin, which Micheal Holleran described as
“the reincarnation of the Cove.”4 Part of the Providence
River between Exchange and Crawford Street was uncovered,
and the traffic of Memorial Boulevard relocated.
1

Richard Greenwood, “A Mechanic in the Garden: Landscape Design in Industrial Rhode

Island,” The Journal of the Society for Industrial Archeology 24, no. 1 (1998):15, accessed May 7, 2020, https://www.jstor.org/stable/40968418.
2 Micheal Holleran, “Filling the Providence Cove: Image in the Evolution of Urban
Form,” Rhode Island History, Vol.48, NO.3, August 1990: 72-74.
3 “Providence River Relocation,” Rudy Bruner Award, accessd May 19, 2019, https://www.
rudybruneraward.org/wp-content/uploads/2016/08/06_providence.pdf.
4 Holleran, 85.
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URBAN DEVELOPMENT
The vitality of Kennedy Plaza is largely influenced by
city transportation. Originally activated by trains and
trolleys, it became less of a commerce center as the
prevalence of automobiles reduced the need for streetcars
in the 1920s.1 The city expanded its edges, and new
residential communities were built further and further
away. As more and more people owned cars, the need for
widened roads and parking lots dramatically increased. In
the 1960s, interstate highways were built, dividing
downtown into fragments and taking the places of houses,
businesses, and roads.2 Many downtown spaces, including
Kennedy Plaza, were occupied as parking lots.
In the 1980s, a set of strategies including the River
Relocation Project was planned for the Providence
renaissance, and Kennedy Plaza played its new role as a
central bus station up to now.

1 John Hill, “Change Is a Constant in Kennedy Plaza’s History,” Providence Journal,
February 15, 2020, https://www.providencejournal.com/news/20170215/change-is-constantin-kennedy-plazas-history.
2 Francis J. Leazes and Mark T. Motte, Providence, the Renaissance City (UPNE, 2004),
36.
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TRANSPORTATION
HUB

RECREATIONAL
SPACE
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PEOPLE GATHERING AROUND THE HISTORICAL SCULPTURE
Many homeless people like to sit around the sulpture during the
daytime.
84

PEOPLE GATHERING AROUND THE CENTRAL FOUNTAIN

HOMELESS PEOPLE KILLING TIME

Some of the homeless like to lie on the benches around the
central fountain when it's closing sunset.
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TRANSPORTATION HUB
There has long been discussion about relocating bus stops
because of the homeless population. Many interviewees
were concerned about the issue. On one hand, they feel
sorry for the homeless, but on the other, they are afraid
of drug problems and violence around the area. They don’t
spend time on the plaza unless they have to. With the
homeless still here, it's difficult to redevelop Kennedy
Plaza.
The relocation plan is impeded since no other places
would take on the risk. Also, there are opponents to the
plan. Some people from RI Transit Riders think it
wouldn’t improve access for their passengers.1 Advocates
of ”Occupy Providence” consider this plan as
discrimination and an action to privatize the plaza. They
claim the homeless have the right to be here and ask for
help.2,3 There is no place for them to go after the
shelters close, so they convene at Kennedy Plaza because
they have free bus passes.
The situation is complicated, but there is one thing for
sure: to move the bus station does not solve the problem,
but only covers the problem.
1 Sarah Puschmann, “Latest Kennedy Plaza Plan Concerns Transit Riders,” ecoRI News,
September 30, 2019, https://www.ecori.org/transportation/2019/9/30/latest-plan-toredesign-kennedy-plaza-concerns-transit-riders.
2 Frank Carini, “Privatization of Kennedy Plaza, Scaring Away Panhandlers Won’t End
Homelessness,” ecoRI News, September 24, 2016, https://www.ecori.org/green-opinions/2016/9/23/privatization-of-kennedy-plaza-wont-end-homelessness.
3 Borowski Kyle, “Advocates for homeless protest in Burnside Park,” Brown Daily Herald, October 17, 2016, https://www.browndailyherald.com/2016/10/17/advocates-homelessprotest-burnside-park/.
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BAND WHAT CHEER? BRIGADE PERFORMS IN BURNSIDE PARK

ICE SKATING IN ALEX & ANI CITY CENTER

Source: Facebook Homepage of WHAT CHEER? BRIGADE

Source: GoProvidence
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RECREATIONAL SPACE
There have been many attempts to activate Kennedy Plaza.
In 1985, a skating rink, now known as Bank Newport City
Center was built. In 2013, the Imagination Center was
designed by Project for Public Spaces. In 2017, a new
playground, Brandon’s Beach, opened to the public.
In addition, many events are held by Downtown Parks
Conservancy every summer, ranging from weekly farmer’s
markets, food truck markets, regular family activities, a
weekly beer garden to concert series.1 Many of the events
succeed in attracting people, especially the PVD FEST in
June. During the festival, the plaza is blocked off, and
people could enjoy food and music without worries behind.
However, this friendly atmosphere does not last beyond
the event. During normal days, Kennedy Plaza is still a
dangerous place to be. Parents and teachers must be
vigilant when taking kids to the playground.

1 “Burnside Park | Projects,” accessed May 9, 2020, https://www.pps.org/projects/
burnside-park.
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STORYBOARDS
Because most stories I collected are in words, I needed
to figure out a way to visualize and build them in a
virtual environment. I selected four representative
people from each theme to focus on. In the storyboards, I
combine keyframe drawings and diagrams together to gain a
better understanding of space and the activities there.
These storyboards serve both as a preparation of virtual
reality interpretation and as a traditional way of
storytelling.

A SKETCH FOR THE VR PLATFORM INTERFACE
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A MILL WORKER
1860

1830

My name is Allen. I worked in a textile mill along the Moshassuck River.

You might think Exchange Place is one of the most popular spots in the city,
but back to 30 years ago, there were just marshes and water. According to

Today is April 18th, 1860, a lovely Saturday. My kids will come back from

what the old men said, few people hung out there.

their grandma’s place in Boston. I’ll pick them up at about 6 p.m. at Union
Station.
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I guess I was too young to remember what that looked like 30 years ago.
I just know that hundreds of passersby and carriages travel through the
plaza every day now. It’s busy, loud, full of energy. People are just so proud
of Union Station and the railroads.

Oh, you are still with me.We are almost there.
It’s a little bit tricky that we need to go across the railways before we get to
the cove. So just be careful, Ok?
96
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But I like it.
Sometimes I can see it from the window of my workplace when I look up.
Working in a textile mill is not a good experience. Bad smell, dirty water,
loud machines, smog… it’s nice to see some landscape and take a little
breath from work.
Also, my kids love the trees here. I know there are trees everywhere. We also
have an elm tree in our backyard, but we are too busy to take care of it.
She’s been late for 2 hours!

Here, the trees are trimmed regularly and shaped nicely. They look elegant.
I don’t know why, but I have a strange feeling that those rich people have

Do you like this cake?
Then it's mine.

their private gardens, but here we all share this basin and promenade.

Not really.

Not all the people like the basin. Some of my colleagues don’t like it. “Why go
somewhere you can’t drink?“ They said.
Those people from the Worcester Company, They want to fill the whole cove
and cover the land with railroads. I guess they just think they own the whole
area, you know.
98
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...What happened? Is the cove sick?
The water is not as clean as before, full of waste from the mills. God! It’s just
filthy!
People have been discussing how to fill the cove. There are some people
arguing to clear the water and save the cove. But how could we do that?

Dad!

Wait for me!

What happened to the cove?
Is the cove sick?

1870
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A TREE LOVER
1984

I’m William. I work in the Fleet Bank Tower near the Kennedy Plaza.

There was an accident yesterday.

I’m now standing at the infamous "suicide circle", waiting for a kind driver
to let me get across the road. I just hope that nobody is using the elevator
when I get there. Otherwise, my boss will get extremely angry.

I guess I'm trapped.

It's already been10 minutes...

This is the most painful moment for me every day. Waiting
for the endless traffic, and smelling the stinky water
underneath.
There was a river a long time ago. The government decided
to cover it up because of pollution. That’s funny. They
acted as if the cover could also block the smell. The

I can't breath..

government decided to uncover the river recently. I just
hope they can try to purify the water before they actually
tear down the decks.
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103

URBAN STORYTELLING: REBUILDING THE UNDERSTANDING OF PLACE VIA IMMERSIVE NARRATIVE

I like the bus station idea, but they really should keep the trees. The
contractors would like to cut down the trees because they think they block
the view from the park, and the shadows might cause security problems.
They have already cut down some of the cherry trees.
If it continues, there will be nothing but asphalt and cement from one end to
the other. I just wish they could spare at least some of them.

Ok. We finally made it!
We are now at Kennedy Plaza. I liked it when it was full of trees and flowers.
It was totally different from the dirty river. I often take a walk during my
lunch break. Unfortunately, it is under construction now. The government
wants to rebuild it as a bus station.
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We can only keep two of them.
There will be trouble if we keep

Seriously? I thought only 17
of them will be removed.

too many of them.
We should at least spare this one.
Will new trees be planted?

Thus, I joined a community group called “save the tree”.

Some London plane trees, I guess.

It was founded by a Brown University professor. Before I

Not easy. It's in the way a little bit.

joined, they managed to save a maple tree on the Brown

We'll have to work around it.

campus two years ago. We lost the fight to save all the
trees on the plaza last year, but now we want to at least
save this 40-year-old beech tree.
Hopefully, this time we'll succeed.
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A STREET SUPERVISOR
2020

My name is Peter. I’ve been working for RIPTA for 25 years. I worked as a bus
driver for 23 years, now I’m a street supervisor. What’s a street supervisor?
Basically, I help with the buses. I make sure buses run on time. If there’s any
problems, I’ll take care of it.
108
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I was born and raised in Providence. When I was a kid, I lived in the east
side, and I went to school in the center. Now I come to Kennedy Plaza for
work every day. It’s getting worse. Lots of homeless, lots of drug addicts, lots
of crime. I witnessed all that happen. Downtown Providence is a beautiful
area, but it’s getting trouble, you know.
The government wants to redevelop the downtown area. They want to tidy
up this area, turn the bank building into condos. Nobody will move here if
there are homeless people down here, so they want to move the buses to
somewhere else, and don’t see us. It’s just that nobody will take us, because
the people follow the bus.
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The shelter is in Cranston. The people living in the shelter pack up all their

generations. They fall into the same problem. And the government, the city

belongings, get on the bus, and come down here 6 o’clock every morning. And

doesn't do much to help.

then they walk along all day long, seek the soup kitchens for food, and then
they get on the bus and go back to the shelter to sleep.

When I go home, I get away. I live in a nice neighborhood. I don't have to deal
with all of this. I feel sad. It’s a depressing place.

AIDS Care Ocean State
Providence Rescue Mission

It’s just so much is going on here. Here you see the lower-ends of…of human

Shelter Services Tanner House

beings. There are lots of people down on their luck. They have kids, and their

Urban League

kids happen to go through the same thing. It’s just generations after

Alcohol/Drug Rehab Services

AIDS Care Ocean State

Providence Center

East Bay Coalition For the
Homeless

Harrington Hall

SSTARBIRTH
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Hello, I’m Kelsi. I’m a University of Rhode Island student. I also work as a
volunteer for a primary school. Every Friday, I take a bus for one hour to
downtown Providence.I usually spend some time in Small Point Café, which is
my favorite. At about 1 p.m, I go to the primary school and help look after the
kids.
There is no playground in this primary school, so at about 3 o’clock, we take
the kids here to have some outdoor activities. It’s about a ten minute walk
from the school to Kennedy Plaza. We usually have small chats on the way
and share interesting experiences we have for the week. Then I’ll watch the
kids while they are playing. At about 5:30 p.m, I walk back with them, and
then enjoy my weekend with one of my friends from Johnson Wales in
downtown Providence.
It’s usually a short pleasant trip, but I still want to be vigilant. I wanna make

2020
A DAYCARE VOLUNTEER
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sure that the kids travel safely. It’s not that hard since we have a mature
system, and the kids know what to do, but on me, it’s like make sure that
there’s no car coming, make sure that we can cross safely. We had this kind of
situation, like people on some type of drug fighting with each other. There’s
sometimes weird things happening around, and those kids can’t see it.
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There’s a lot of people here on normal days, but no one talks to each other.
They are just trying to get where they have to go. But during the festival,
everybody just talks to each other, even if they don’t know each other. They
are just eating together, they are like having fun together. It’s just quite
different.
I wish it could also be like this on normal days.
Excuse me...

I'm busy.

Speaking of that, I’ve seen lots of fights when I pass by. I know the
government is trying to make things better, but it looks the same to me. I
wouldn’t come here at night. You won’t see me in this area. It’s just
dangerous.
But things go brighter when there are festivals. They have PVD Fest in the
summer. It’s just like a really big festival with a bunch of food trucks here.
There are people performing, all the people who are like rappers, or singers,
or the people who make clothes from Providence, they all come here to sell
their clothes. That’s probably my favorite experience here. You just see all
the culture, and Providence really comes to life, and it all happens in this
area.
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A VR STORYTELLING TEST
After drawing the storyboards, I start to work on the
first story, “The Mill Worker”. I built Exchange Place and
the cove promenade in the 1860s, and overlay the current
condition of Kennedy Plaza as point clouds on top of the
1860 model. In order to tackle the loneliness problem in
the pretest, I added virtual people with animations like
walking, talking, and taking carriages into the
environment.
There are improvements compared to the previous VR
pretest, but there are also problems. The point clouds
don't work as an indicator as I expected. Users are more
interested in the points themselves, and do not recognize
them as a manifest of the present. Thus, without the
background knowledge, users have trouble connecting the
virtual environment with the present site.

EXPERIENCE OF "THE MILLER WORKER"
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People are a little bit creepy.

I like the points! They are shinny!
Why?
ME

They are real, but not real enough.

The Point clouds are the
current Kennedy Plaza.
ME

Also, the virtual characters are not convincing enough.

Where am I? Providence River?

Wow! It's compeletly different!

I think it's because I don't know
much of the background...

Interactions among people are the foundation for lots of
the stories because it is not only the physical
environment, but also what the people do in that
environment that affects how a person feels about a

Seems the point clouds

Kennedy Plaza in 1860...

don't work.

place. For stories like “The Street Supervisor”, if the
virtual characters don’t work, the stories don’t work.

ME

ME

There is no need to rebuild the current Kennedy Plaza in
virtual reality since people can visit the real one

Is the train crush?

I can do this all day.

anytime they want.
A possible solution users suggested is an augmented
reality experience because the current physical
environment will act as comparison and there are real

That's fun!

Yes. Because you hit it.

ME

Who are you?
Captain America?
ME

people in the experience.

A USER'S RESPONSE TO THE EXPERIENCE
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AN AR PLATFORM VISION
The AR storytelling platform has a higher level of
openness and flexibility compared to VR. In addition to
experiencing others’ stories, ordinary people could also
tell stories by themselves via video, pictures and audio.
Their stories are uploaded to the cloud and located
according to GPS coordinate.
In this session, I separated the stories into three
parts: stories of the past, the present, the future, to
explain what people could do with this plartform.
However, it is important that it be seen as one single
platform, not three separate ones. All the stories, no
matter what time they are in and who created them, coexist in the hybird space.

A SKETCH OF THE AR STORYTELLING PLATFORM
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STORIES OF THE PAST:
HISTORICAL SCENARIO REAPPEARANCE
The initial stories are generated by professionals with
careful model crafting and interaction design based on
the materials we have now. With more and more people
experiencing the scenarios, improvements can be made
based on people’s comments.
Experiencing the scenarios is a more intuitive way for
people to learn how and why the city has been changed,
especially when the changes are presented side-by-side.
For young generations, it’s an attraction to learn the
history of the city. If the scenarios are built mostly
based on official records, comments and critics from the
older generations who used the previous site can be
supplemental documents. They could help add more details
to the scenarios based on their own experience and
provide more perspectives to read the development of the
city.

HISTORY REAPPEARANCE: THE SUICIDE CIRCLE
By crossing the road by themselves, hopefully people will understand
how people in 1980s felt about the traffic congestion, and why Memorial
Square was finally torn down.
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HISTORY COMPARISON: EXCHANGE PLACE
By comparing Exchange Place in the 1860s and 1960s, people would gain
a sense of how the transportation method in the city affected the
space and usage of Kennedy Plaza.
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STORIES OF THE PRESENT:
LOCATIVE SOCIAL MEDIA
People today are used to sharing their daily life via
social media platforms like Facebook and Instagram.
Instead of hashtagging stories with “Kennedy Plaza,”
their stories will be presented on the actual plaza
itself. Once within the AR platform, one can see all the
events that once happened at Kennedy Plaza, and share
what they heard and saw. For the public, a locative
social media is an archive of the place created on their
own. It's a way to ensure their rights to share thoughts
and to speak out. For landscape architects, it’s a
database to learn about the place from different
perspectives through time.
For the place itself, it’s a way to reactivate the site.
Places like Kennedy Plaza are having a hard time right
now. It takes a long time to put a renewal proposal into
practice, or the proposal may even be abandoned at last
due to certain reasons. Through the process of sharing
and commenting, locative media is an innovative way to
bring back communication and interactions among people
from the Internet to a physical space.

LOCATIVE SOCIAL MEDIA: VIEWING THE STORIES SHARED BY OTHERS
Presenting stories without pre-judgement is the key to how locative
media works.
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LOCATIVE SOCIAL MEDIA: SHARE YOUR OWN STORIES
134
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STORIES OF THE FUTURE:
TEST AND ENVISION
For the test segment, designers can upload proposals to
the platform. Anyone on the site could get a sense of how
the designs work spatially, walk through them, feel the
phenomenal dynamics like light and shadow, and see
poteintial activities. For the envision segment, not only
the designers, but also the public, can do on-site
sketches. Through the platform, landscape architects can
learn about the expectations of the public and how they
think of the design.
The current public participation process is limited in
time period and sample amount. Usually, an event is held
over several hours, so a lot of potential targets are not
able to participate. With proposals uploaded to the AR
platform, people can preuse designs anytime when visiting
the site and pre-experience a proposal before its
construction.

TEST AND ENVISION: A PROPOSAL TEST
Designers can develop and revise their design according to feedback
from the public.
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During the participation process, the public are asked to
do what professionals are familiar with, like collaging,
mapping and modeling. In this platform, the public can
choose ways they are more comfortable with, so they could
get more involved in the design process and even make
proposals themselves.

TEST AND ENVISION: VISIONARY SKETCHES
Proposals of different people, as well as the comments, will co-exist
on site.
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FINDINGS AND
REFLECTION
144
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ENVIRONMENT CONSTRUCTION
2D MEDIA

AR ENVIRONMENT
VR ENVIRONMENT
2D videos and pictures are more acceptable in an augmented reality
For an acceptable experience, everything in virtual reality needs to be

environment because there is already a physical world as the 3D

three-dimensional.Thus, 3D modeling or 360-degree video are the

content. The 2D content could be virtual materials attached to physical

prerequisite of a VR environment. No one expects to see flat pictures

surfaces. This requires more approachable techniques, which means

and videos in a virtual environment. This asks creators for certain

anyone could take pictures or shoot videos themselves and upload them

techniques which a regular person might not have. Thus, to use this

to a cloud drive without others’ help or translation.

media, they need to turn to professionals for help.
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ENVIRONMENT CONSTRUCTION
3D MODELING

AR ENVIRONMENT
For a decent augmented reality 3D experience, there is a lot more to do
after sompleting 3D modeling and animation compared to virtual reality.
VR ENVIRONMENT

In order to match the virtual models with the real world, 3D camera
tracking needs to be done no matter if it is displayed by a headset or

148

Because virtual reality is purely a simulation, there is no other work

a mobile device. It costs a lot in terms of money, time and labor

to be done after completing 3D modeling and animation. Users just wear

force. Even if just for landscape architects, a team needs to be

a headset to experience the virtual environment.

assembled for a project.
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NAVIGATION
ACCESSIBILITY

150

VR EXPERIENCE

AR EXPERIENCE

In a virtual reality environment, where users are allowed to travel is

Where users can travel in an augmented environment is shaped by the

flexible. The creator can control where users can and cannot go by

current condition of the site. For instance, users cannot reach where

setting the navigation boundaries. This is a way to ensure users are

originally was a bridge but is now a waterbody. Reversely, they can

within the storylines.

stand on solid ground where there was water.
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NAVIGATION
TRAVEL METHOD

AR EXPERIENCE
VR EXPERIENCE
People cannot teleport themselves in an augmented environment. If a

152

There are multiple ways to travel through the virtual environment.

story relies on communicating with locales that are long distance to

Users can physically walk, as well as teleport, from one location to

each other, a large part of the experience would be just walking. To

another. Therefore, they can quickly jump to wherever there are

ensure a rich experience, stories must be overlaid with one another to

interactions and characters and then go to the next story.

fill spatial gaps.
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IMMERSIVE EXPERIENCE
ENHANCEMENT

IMMERSIVE EXPERIENCE
INTERFERANCE

Ambient Sound

Light and Shadow

Smell

AR EXPERIENCE
VR EXPERIENCE

The influence of physical reality cannot be avoided in an augmented
experience. One most obvious interference is that what’s already

154

Virtual reality is usually experienced indoors. Because the system is

on-site cannot be demolished. For instance, people can never truly feel

enclosed, the immersive experience can be enhanced with advanced

what it's like without the Superman building at Kennedy Plaza because

technologies like spatial audio and smell releasers.

they cannot see through the building or remove the shadow.
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HOW A VR STORYTELLING PLATFORM WORKS
The VR stotytelling platform is like a series of parallel universes.
At every point in time there is a virtual environment, but the
environments don’t interfere with each other. In one virtual
environment, the users can only experience stories happening at this
time. In terms of immersion, the VR experience is more complete, so
it’s a better choice if designers want to study how people respond to
certain environments. It’s suitable for designers to test large design
projects, especially if they are working remotely, because of the low
threshold.
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HOW AN AR STORYTELLING PLATFORM WORKS
The AR platform is more flexible. In terms of information collecting,
there is no extra work of translating people’s stories, which makes
the stories more believable. The largest advantage of AR is comparison.
It blurs the lines between the past, present and future, allowing
interpretation of the development of the city from a whole new
perspective by experiencing all the stories through the platform.
However, AR platforms have more reality limitations, especially if
there are objects in the current physical reality that are not in the
virtual story. The sense of immersion is therefore reduced.
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EXTENSION:
TOWARDS AUGMENTED PLACES
Taking individual differences as a starting point, my
thesis discusses how emerging media like augmented
reality can make landscape design more democratic and
diverse. This platform offers the public more roles to
play in the design process. That being said, augmented
reality is treated as a tool in this thesis. As I was
constructed the demos, another question occurred to me:
could it also be the content of a landscape?
In The Poetics of Augmented Space, Lev Manovich takes
electronic data flows and physical space as equally
important in architecture design and related fields.1 At
the time, an augmentation means an ornament on the dome,
a video displayed by LED screens on surfaces of
buildings, or lights projected on the wall, but now it
could also mean something more stereo, complex and
interactive. For instance, can a virtual forest be
designed in places which are too barren to plant real
trees? That virtual forest could also have seasonal
changes, weaves in the wind, and even be surreal,
changing species as the environment improves. It lacks
quality that a real forest has, but to some extent, it
also has aesthetic values and fun that landscape design
triesto bring to the world.
Will a public space still be public, or become both a

160

1 Lev Manovich, “ The Poetics of Augmented Space,” accessed May 19, 2020, http://ma-

THE DEEPER LISTENER

novich.net/index.php/projects/the-poetics-of-augmented-space.

by Jakob Kudsk Steensen, 2019
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public and private space? To put my storytelling platform
into practice, an app will be downloaded to people’s
augmentation devices. Similarly, to put others’ proposals
into practice, other AR apps will also be installed.
Then, what people experience in the augmented world
depends on which app people use, and different
augmentation will shape the physical world differently.
As people gather on different platforms based on their
interests, there will be hundreds of hybrid public spaces

Game World

building upon the physical ones. An augmented place could
even be personalized, like a personal Google Drive. Like
the home-building system in some MMORPG, people can
construct different virtual landscapes with the same

Shopping

template- the physical space. If everyone sees different

Center

things through their devices, it’s difficult to say if
there are still public spaces anymore.
I imagine augmented reality as a way to get close to
design democracy, where the public have more choices and
more weight in decision-making. However, in practice,
it’s never easy to be equal. Whether government or
organization, the platform needs to be operated and
maintained by a body with strong execution, management
and funding. With certain power comes certain
Forest

restrictions. Will the operator block some of the sound
for their own benefit? How much capital will be invested
into the platform, even resulting in the platform ending
up with only advertising? Who has the right and ability
to oversee this platform?
These are the remaining questions I have and they might
ONE PHYSICAL SPACE, MULTIPLE HYBRID SPACES
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never be answered.
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